RAMS

distributed. In a two- or three-handed game, each player
receives a hand of 15 cards dealt 3 at a time. The remainder
of the deck is not used.

In a five-handed game, 3 nines are stripped from the deck,
and each player receives a hand of 9 cards, dealt 3 at a time.

The bidding is as in single hasenpfeffer except that no          4

bid may be for less than 6 tricks. If all players pass to the   The Bidd-
dealer, he must bid 6. If he fulfills the contract, he scores 1    ing, Play
point for each trick his side takes. If he fails, his side is set   and Scoring
back 3 points.

If any bidder thinks he can win all the tricks playing
alone, he announces that fact. He first announces which
suit is to be trump and then discards % cards. Partner passes
over his best two cards and then lays his own hand face
down and takes no part in the play. In a four-handed'game,
the lone bidder's side scores 24 points if he succeeds and is
set back 12 points if he fails. In a six-handed game, his side
scores 16 if he is successful and is set back 8 if he fails.

The play is as in single hasenpfeffer with one important
exception, mz.9 if 2 cards of the same suit and denomination
are played to a trick, the card played first is considered of
higher rank, as in pinochle.

Except for lone-hand play, the scoring is as in single
hasenpfeffer. But game is 62 points.

RAMS

This easily learned, lively game is
today comparatively little played
and deserves to be better known.

From three to six may play, each scoring for himself. If          1
'six play, dealer does not take a hand.                                   The Players
A 32-card deck is used, made up by stripping out all          2
cards below the seven from a regular 52-card deck.               The Cards
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